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Installing the Air Combat 
Classics collection on your 
Hard Drive ) 


he Air Combat Classics collection is composed of 
Te= separate WWII air combat simulations 

that can be individually and selectively installed 
on your hard drive. To use the install program, first 
boot your machine. Then: 

1. Insert “Disk 1” in drive A or B. 

2. Type a: then press ENTER. Your computer will 
respond with the prompt “A:\>”. (If your are running 
the program from drive B, type b: and press ENTER. 
Your computer will respond with the prompt “B:\>”.) 

3. Type install and press ENTER. 

4. Follow the on-screen instructions to install either 
Battlehawks 1942, Their Finest Hour: The Battle of 
Britain or Secret Weapons of the Luftwaffe. 

NOTE: Secret Weapons of the Luftwaffe has spe- 
cial configuration options that the other two simula- 
tions do not. You can re-configure Secret Weapons of 
the Luftwaffe by running the installation program 
(install) again. Your configuration options will be 
saved automatically. 


STARTING UP 
FROM A HARD DRIVE 


To start the simulation once you have installed it 
on your hard drive: 


To load Battlehawks | 942° 


1. Type the letter of your hard drive prompt, a colon 
and press RETURN. 

2. From your hard drive promp, type 
cd \CLASSICS \BH1942 

3. Type BH and press RETURN. 


To load Their Finest Hour: 
The Battle of Britain® 


1. Type the letter of your hard drive prompt, a colon 
and press RETURN. 

2. From your hard drive promp, type 
cd \CLASSICS \BOB1940 

3. Type BOB and press RETURN. 


To load Secret Weapons of the Luftwaffe® 


1. Type the letter of your hard drive prompt, a colon 
and press RETURN. 

2. From your hard drive promp, type 
cd \CLASSICS \SWOTL 

3. Type SW and press RETURN. 


Battlehawks 1942° 


Leaving the Game 


To exit the Battlehawks program directly to your 
computer’s operating system, you may press the 
ESCAPE key any time you are not in the cockpit. 
From the in-flight, cockpit view, you must press: 

first to quit, 
gms then ESCAPE to exit. 


Using the Controller to 
Pilot Your Aircraft 


Controller Direction Function 

Controller forward Move the nose of 

(away from you) the plane down 

Controller backward Move the nose of 

(toward you) the plane up 

Controller right Bank the plane to the right 
Controller left Bank the plane to the left 
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Controller Button Features 


Controller Button Function 
Left controller button Fire main machine gun 
(or space bar) 
Right controller button — Fire 20 mm cannon 
(or RETURN) (in Japanese Zero 
(may be button fighter only) 
on tip of joystick) 
Left AND right controller Drop warhead 
buttons (or RETURN) (torpedo or bomb, 
if you have one) 
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Cover: The landing-gear mounted sirens of the 
Ju 87B-1 Stuka dive bomber, known as “trumpets 
of Jericho,” emitted a banshee-like wail that was 


designed to strike terror into the hearts of those 
on the ground. 





KEYBOARD REFERENCE GUIDE 


Additional In-Flight Keys 

Key Function 

oe Pause game; press any key to continue 
es 


1} Quit game; get evaluation 
p=) 


Toggle only the engine sound 
a on/off 


Toggle ALL sounds on/off 
B 


NN) Display version of game 
ps 


~ Drop/lift landing gear 
gm (all planes except Val) 


Drop/lift flaps 
B 


Ss Open/close speed brakes 
ga (on Dauniless only) 


S Increase throttle (you do not 
@B need to use the shift key) 


Decrease throttle 
3 


val Flip gun sight up/down 
Bee 

el Toggle replay camera on/off 
eee . 


& Enter REPLAY mode 
ge (see Replay Mode Controls) 


Ny Jump from plane, parachute 
MD to safety 


Numeric and Keypad Controls 


Key Function 


Look forward (your 
MB mission starts in this view) 


Look right 
e 


ce Look left 

= 

e Look back (in torpedo or dive bomber, this 
=e 


also activates rear gun; see Rear Gun Controls) 


S Look down (straight down, 
gs regardless of flight angle) 


= Look around (SCAN view, 
es 


see Scan View Controls) 


w | 


Replay Mode Controls 


When you turn your camera on, it starts recording 
your actions. It stops when you turn it off or run out of 
film. Starting the camera again erases your old film, 
making a fresh recording. 

When you are watching a replay of one of your aer- 
ial battles, use the controller to change your viewing 
angle. This lets you look at the replay from anywhere 
in the sky. 

In the replay mode, your instrument panel will 
reflect what was happening to your plane during the 
original flight. When the replay is over, you will be 
back in your plane at the moment you started the 
replay. You may not use the replay mode after you 
have crashed or bailed out of your plane. 


Additional Replay Mode Controls 


Key Function 
Left button/space bar Move forward 
(at a constant altitude) 
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= Increase camera altitude 

ze 

Zo Decrease camera altitude 
ee 


= Reposition camera to 

@B your plane’s location 

=) Resume normal flight 

ee 

Rear Gun Controls 

Control Function 

Controller Move rear gun and view; 
only works behind and 
above current position 

Left button/space bar Fire rear gun 

ie Return to forward view 

@B and controlled flight 

Scan View 

Control Function 

Controller Move viewing angle all 
around; angle degree is 
displayed 

Any valid number key — Switch to a different view. 
The 8 key returns you to 
forward view. 
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Their Finest Hour: 
The Battle of Britain® 


FLIGHT CONTROLS 


Controller 

Direction Function | ! 

T Forward Moves the nose of the plane down 
i 
L Backward Moves the nose of the plane up 
SOG TO cad calpe salt oral Whe lanai, 
7 Rigas Banks tho planesathasight: occ 
< Left Banks the plane to the left 
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KEYBOARD REFERENCE 


The following keys are a summary of the controls 
used in Their Finest Hour. For a more detailed discus- 
sion of the cockpit controls for each of the three types 
of aircraft in the game (single-seat fighters, double-seat 
fighters and dive bombers, and medium bombers), see 
the Mission Instructions: In-Flight chapter of the manu- 
al. 


Game Controls 


Function 


Key 
Pauses game; press any key 


io (a to continue 
(sa \s J Turns all game sounds off and on 
Saas es 


pase) = Turns engine sound off and on 
a | 

ia WN Gives version number of game 
Ge Ss Lets you adjust joystick 

eee less 

ee 






Changes amount of ground detail to 
speed up game if it is running 
sluggishly 





Exits the game; returns you to your 
computer’s operating system 


= 


ve Toggles accelerated time mode off and on 
La 


Ww Where are you key 
Be 


| 


Weapons Controls 

Controller Button Function 

Left controller button Fires forward machine 

or SPACE BAR guns or gunner position 
machine gun 

Right controller button Fires 20 mm cannon 

or period (.) key (Bf 109 and Bf 110 only) 

Left AND right controller Drops bombload 

buttons or RETURN (except fighters) 


Lets you toggle between bombload settings 
(dive bombers and medium bombers only) 


B 
S 


Cockpit Controls 


Fires gunner position 
machine guns automatically 


Key Function 


\* J Increases throttle 
ee (shift key not needed) 


ia Decreases throttle 

ae 

@ Lowers and raises landing gear 
gm (except Ju 87 Stuka) 


(2 Lowers and raises flaps 
es 


\D J Extends and retracts dive brakes 
‘Se (Ju 87 Stuka and Ju 88 only) 


he) Turns replay camera on and off 

SS. 

e Sends you to Review Combat Film to watch 
gms your replay camera movie 

@ Sends you to In-Flight Map/Radio 

eee 

\A Turns on the automatic pilot 

Be 

B 
& 


Lets you and your crew, if any, jump from 
plane and parachute to safety 

Ends mission; sends you to 

post-flight evaluation 


KEYBOARD REFERENCE GUIDE 


View Controls 


Key Function 
(Up Forward view 
me Arrow) 
\6 J (Right View right 
> arrow) 
(Left Viewleft 
(ge arrow) 
(Down Rear view (single-seat fighters), 
g@ms arrow) or moves you to rear gunner’s seat 
(double-seat fighters and dive 
bombers) 


‘3 (PgDn) View straight down 
Pe 


(PgUp) Scan view 
e 


Switching to Different Positions 
\G) Moves you to gunner position 
=I (except fighters) 

\e J Moves you to bombardier position 
‘i (medium bombers only) 


Ga Moves you to pilot position 
\ (except single-seat fighters) 


we Toggles you between pilot and gunner or 
ase 


bombardier positions (except single-seat 


fighters) 


Moving to Different Gun Positions 
(medium bombers only) 


(Up Nose gunner 
@@e arrow) 
\6 J (Right Right fuselage gunner 
\\ 9 (arrow) except Ju 88) 
(Left Left fuselage gunner 
@™@me arrow) (except Ju 88) 
\s ¥ (Middle Belly gunner 
\\> 9 key) (lower fuselage, rear-facing) 


(Down Dorsal gunner 
gmp arrow) (upper fuselage, rear-facing) 


ae Lets you toggle between 
oe 


pilot and gunner positions 


S&S Automatic shooting mode 
ee 


wi | 


Using the AdLib Card 
or the Internal Speaker 


If you have an AdLib music card installed in your 
computer, Ther Finest Hour will try to send all of your 
sound output to that card. You may force the game to 
ignore your AdLib card by loading “bob.exe” with an 
“T” extension. You may also force the game to use the 
AdLib by loading it with an “A” extension. These 
extensions must follow the graphic display option and 
the ground detail option. 


For example, type: 

BOB V2A 
to load Their Finest Hour in VGA mode with maxi- 
mum ground detail and AdLib sounds. 

A - AdLib sounds 

I — Internal speaker 


Deleting Records 


Their Finest Hour does not have an option to allow 
you to delete existing records, i.e. pilots, top ten lists, 
saved replays, custom missions, and campaigns. In 
order to delete these records, you will have to use the 
DOS delete command. Each type of record is stored in 
the BOB1940 directory on your hard disk or the root 
directory of your floppy pilot data disk. Each type of 
data file is stored with the following DOS extensions. 


RAF Pilots *. RAF 
Bf 109 Pilots *,.109 
Bf 110 Pilots *.110 
Ju 87 Stuka Pilots * J87 
Bomber Crews *.BMB 
Top Ten Pilots *.TOP 
Custom Missions *.FLT 
Saved Replays *.RPY 
Saved Campaign * BOB 


For example, if you have an RAF pilot named 
“Joe,” the DOS file that contains his information is 


called: 
JOE.RAF 


If you have a 109 pilot named “Hans,” his DOS 
file will be called: 


HANS. 109 


LUCASARTS AIR COMBAT CLASSICS 


Secret Weapons 
of the Luftwaffe* 


SIMULATION CONTROLS 


Keys Function 


os (ae Pauses flight; press any key to continue 
ES RS 

CS \s J Turns all sounds off and on 

eS Se 


Turns only the engine sound off and on 
TS Ses 
Ree et 
Nae | NI Displays version number of program 
ae ‘es 
\ae | \c I Lets you adjust joystick 
Base ‘se 
Changes amount of ground detail 
Mae NS} if program is running slow 
cs G2 Turns accelerated time mode on 
eee ae 


ave rs) Turns accelerated time mode off 
ae Ee 

Indicates friendly 
eB 


or enemy airspace 


\Ait J \K} Toggles between advanced and 
es \ standard flight control modes 


Exits the program; returns you to your 
ga computer’s operating system 


PILOT VIEW CONTROLS 


es 8 
















3 Left forward Forward Right forward 
10 to Il o'clock 12 0’clock | to 2 o’clock 
e& 8 B 
Over left wing — Straight up Over right wing 
9 o’clock 3 o’clock 
e& ¢ ss 
Over left Rearview Over right 
shoulder mirror shoulder 
7 to 8 o’clock 6 o’clock 4 to 5 o’clock 


\o J Toggles you between “wing-level” 
J view and 45-degree “high” angle view 
Scan view (to look completely around 
without altering your flight path) 


B 


© | 


MANEUVERING CONTROLS 


Controller 

Direction Function 

Forward Pushes down the nose 
(away from you) of the plane 

Backward Pulls up the nose of the plane 
(toward you) 

Right Banks the plane to the right 
Left Banks the plane to the left 


Advanced mode only 
Key Function 


or Moves rudder hard left 
2" eo 


@ Moves rudder partially left 
we 


eT) Moves rudder partially right 
Pog 


. or 
ee 
\E9) Centers rudder in fighters 
\e and bombers 

\. (Period) Centers rudder 
\~ 9 in fighters only 


@ Moves rudder hard right 
ss 


AIRPLANE CONTROLS 
AND EQUIPMENT 


Key Function 
NI Lowers and raises landing gear or skid 
ae 


B 
ve 


Cycles through the three settings for your flaps: 
up, partially down, and down 
Cycles through the different fuel tank settings 


on your aircraft (the status of the active tank 


will be displayed on the fuel gauges) 
WP Releases drop tanks (fighters only) 
aes 


\c} Turns gun camera on and off 

ES 

NI Sends you to Film Viewing Room to 
ga watch your gun camera movie 

@ Sends you to the In-Flight Map 
me 


\s Lets you jump from your aircraft 
> 9 and parachute to safety 


KEYBOARD REFERENCE GUIDE 


\e } Apply speed brake (on P-80 only) 
= 


Ko}, Ends mission; sends you to 
>) post-flight evaluation 


ENGINE CONTROLS 


Key Function 


\x J Increases throttle for all engines 
~~ (shift key not needed) 


ie Decreases throttle for all engines 
ae 


@ Decreases the throttle for Engine #1 
3 


see] @ Increases the throttle for Engine #1 
eS ‘ae 


ey Decreases the throttle for Engine #2 
= 


ste] en) Increases the throttle for Engine #2 
wees ‘ae 


@ Decreases the throttle for Engine #3 
ae 


ste] Gs Increases the throttle for Engine #3 
2S ‘sa 


@ Decreases the throttle for Engine #4 
ae 


ste] \E AN Increases the throttle for Engine #4 
ee eS 


Toggles between left and right set of engine 
gmp instruments (four-engined aircraft — 
instruments for only two engines displayed) 


WEAPONS CONTROLS 


Key Function 











\a} Lets you choose which controller buttons 
— will fire machine guns or cannons 

WY Cycles through the different bombload 

ee configurations, and arms and selects those 
bombs which are to be dropped. (On bombers, this 
key allows you to toggle between dropping only one 


bomb at a time and automatically dropping them con- 


secutively when you press RETURN) 
VR Cycles through the different rocket 
se 


configurations, and arms and selects those 
rockets which are to be fired 


Controller Button Function 
Left controller button Fires primary guns 
or, SPACE BAR or cannons 
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Fires secondary guns 


= ee a. 
CONTROL key Fires both primary and 
eee eee eee w ewes eeenees secondary Stns . . 
RETURN Drops armed bombload 


and/or rockets 


CREW POSITION 
CONTROLS (Bomber Only) 
Key Function 
\sI Sends you to a gun position 
gms (see Gunner Position Controls below) 
\- J (Period) Switches you between pilot’s position 
ga and last gun position manned 


\e J Sends you to bombardier’s position 
ee 

i Sends you to pilot’s position 

ee 


\Ay B-17 Bomber only: 
p=) 


Turns automatic shoot mode on and off if 
you're manning a machine gun position, and turns 
automatic pilot off and on in pilot’s position. 


GUNNER POSITION 
CONTROLS (Bomber Only) - 


es C8 


Right cheek — Chin turret or Left cheek 
gun nose gunner gun 
a 8 © 

Left waist Top turret Right waist 
gunner gunner gunner 

2 
Tail turret or tail gunner 


g 
Ball turret 


gunner 


& 
Toggles between 
pilot and last gun 
position manned 
Key Function 
\A Switches automatic shooting mode 

ee 


in machine gun position on and off 


LUCASARTS AIR COMBAT CLASSICS 


Bombardier Controls (B-17 Only) 


e > 


(up arrow) Increases 
Swivels the bombsight magnification 
sighting mechanism up of bombsight 
2 B 
Repositions the sighting cross- Resets magnification 
hairs of the bombsight nearly — of bombsight to 1x 
directly below your bomber 
eS & 
(down arrow) Decreases 
Swivels the bombsight magnification 
sighting mechanism down of bombsight 


Key Function 
\s Locks on the target, and begins to count down 
mee 


the number of seconds until your bombload 
should be dropped to hit the target 


o Toggles between dropping only one bomb 
i 


at a time and automatically dropping them 
consecutively 


Drops bombload 
= 


Hot Keys Each menu choice in SWOTL has a let- 
ter (usually the first) highlighted in red. These “hot 
keys” allow you to move rapidly through several menu 
choices in succession. For example, if you were at the 
German main menu, and you wanted to fly the first 
Flight School mission for the Focke-Wulf 190, you 
could simply type “F 2 | S.” This would access the 
Flight School menu, choose the FW 190, choose the 
“Gunnery Practice” mission, and Start the mission. 


TECHNICAL HELP 


If you have questions about memory requirements, 
compression programs, joysticks, mouse setup or need 
to know how to make a boot disk, please turn to page 
166 of your LucasArts Air Combat Classics manual 

Sound Cards If you are experiencing problems 
with your sound card, try running the diagnostic soft- 
ware that came with your card. Most sound card prob- 
lems are due to configuration errors. If you are using a 
sound card that is not listed on the system sticker on 
the outside of the box, or are running a sound card in 
emulation mode, your sound may not perform opti- 


mally. Sound card performance will also be affected if 


you do not have enough free memory. Please be cer- 
tain that you meet the minimum requirement for free 


RAM. 


ANY QUESTIONS? 
Call our Technical Support line at: 


If possible, when you call please be sitting in front 
of your computer with paper and pen, and as much 
pertinent information about your computer as you can 
assemble: make, model, peripherals, RAM and disk 
size, graphics card, monitor and the information in 
your CONFIG.SYS and AUTOEXEC.BAT files. 

24-Hour FAX Number If our lines are busy, 
you can fax this information to Technical Support at 1- 
415-721-3482. You can also write to Technical Sup- 
port at: 


LucasArts Entertainment Company 
P.O. Box 10307, San Rafael, CA 94912 


Product Support hours are 8:30 A.M. to 6:00 P.M. 
Pacific Standard Time. 


NEED GAME HINTS? 


Please do not call Technical Product Support for 
HINTS, as they do not give hints over the phone. 
However, you may call our hint line at: 


1-900-740-JEDI 


This service costs 75¢ a minute, and you must be over 
18 years old or have your parents’ permission to call. 
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